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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR 
NINTENDO® HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET 


CONTAINS IMPORTANT SAFETY INFORMATION. 
EVERYONE 


This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, 


or to comment about the 
appropriateness of the rating, please 
contact the ESRB at 1-800-771-3772. 


CONTENT RATED BY 


EVERYONE 


LICENSED BY 


Official 


Seal of Quality 


THIS OFFICIAL SEAL IS YOUR 
ASSURANCE THAT NINTENDO 
HAS APPROVED THE QUALITY 
OF THIS PRODUCT. ALWAYS 
LOOK FOR THIS SEAL WHEN 
BUYING GAMES AND 
ACCESSORIES TO ENSURE 
COMPLETE COMPATIBILITY. 
LICENSED BY SALE FOR USE 
ONLY WITH OTHER 
AUTHORIZED PRODUCTS 
BEARING THE OFFICIAL 
NINTENDO SEAL OF QUALITY. 


red Se eer ee ke ieee THIS GAME PAK WILL WORK ONLY WITH THE 
OF NINTENDO OF AMERICA INC. GAMEBOYe COLOR VIDEO GAME SYSTEM. 
© 1989, 1998 NINTENDO OF AMERICA INC. 


Thank you for purchasing Q*BERT® for the Nintendo® Game Boy® COLOR System. 


Before starting, please read through this manual carefully, and keep this instruction 
booklet for future reference. 
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Q*BERT © 2000 Columbia Pictures, Inc. All Rights Reserved. 
Q*BERT © 2000 Hasbro Interactive, Inc. All Rights Reserved. 
Developed by Pipe Dream Interactive, Inc. 


Use of this product is subject to a Liscense Agreement. You can obtain a copy of that License by visiting Hasbro Interactive's website at http:www.hasbrointeractive.com. Bs | 


Ry Ry Ry Introduction ystyity yt 
Q*BERT® for the Nintendo® Game Boy® COLOR System reunites players with that col- 
orful, lovable and jumpy arcade character of the 1980s. Help Q*Bert travel through a 
variety of mind-bending dimensions filled with eye-catching animations on a quest to 
defeat his evil nemesis, Coily. Maneuver through numerous pyramid puzzles while meet- 
ing up with some of Q*Bert's old familiar adversaries, and avoiding some of his deadly 
new ones. Play as Q*Bert or Q*Dina in either Arcade Mode or Adventure Mode, and 
enjoy the same arcade game-play that helped made Q*Bert a timeless classic! 


To get started with Q*BERT®, please begin with the following: 


1. Making sure your Nintendo® Game Boy® COLOR System is turned off, plug the 
Q*BERT® Game Pak into the Nintendo® Game Boy® COLOR System. 


2. Turn on your Game Boy. In a few moments the Hasbro Interactive Logo Screen should 
appear. 


3. When you see the Q*BERT Title Screen, press START until 
the Main Option Screen appears. 
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Title Screen 
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On the Main Option Screen, the player may start a new game, or continue playing at the 


last completed level. To continue at a previous level, the player must enter the password 
obtained during the previous play. 


* Press LEFT/RIGHT on the Control Pad to highlight either Option. 
* Press the A Button to select the desired Option. 
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Main Option Screen 


yy yy mm my Passwords pe yy & my 
If the Enter Password Option has been selected, the Password Entry Screen will appear. 


* Using the Control Pad, move the on-screen box icon to the desired character. 

* Press the A Button to enter the selected character onto the Password Entry Line. 

* Press the B Button to move the Password Entry Line cursor back one character. 

. ™ Press START to enter the desired password. 

* Press SELECT at any time to return to the Main Option 
Screen. ENTER PASSWORD 

If an invalid password was entered, the Password ee 

Entry Line will be cleared. A new password may 


now be entered. 
Name Entry Cursor 


If a correct password was entered, the Main 


Name Entry Line 
Game Screen will appear. 


Password Entry Screen 
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Q*BERT offers two (2) Modes of play. Each Mode is comprised of unique game-play 
levels with a variety of enemies. 


Arcade Mode 


In Arcade Mode, the player must successfully change the top 
color of each cube in each Level. In all, the player must com- 
plete 20 Levels of play. 


GAME OFTHONG 


Adventure Mode 


In Adventure Mode, the player must navigate across five (5) 

different Dimensions of play in an attempt to change the top color of each cube. Many 
of these Levels are comprised of multiple screens of cubes. To successfully complete 
these Levels, Q*Bert must warp between each screen by way of Dimension Warp Cubes 
located throughout the Levels. 


Game Option Screen 


On the Name Entry Screen, the player can enter their initials for use on the High Score 
Screen. 


* Using the Control Pad, move the on-screen box icon to the desired character. 
* Press the A Button to enter the selected character onto the Name Entry Line. 
* Press the B Button to move the Name Entry Line cursor back one character. 

* Press START to enter the desired name. 

* Press SELECT at any time to return to the Main Option Screen. 


Name Entry Line 


Name Entry Screen wy 


Name Entry Cursor 


Character Selection 


On the Character Selection Screen, you may choose to control either Q*Bert or Q*Dina. 
Each Character shares the same game-play characteristics. 


* Press LEFT/RIGHT on the Control Pad to highlight either Character. 
* Press the A Button to select the desired Character. 


SELECT GHARASTER 


Character Selection Screen 


Sees “Controller Selection 


On the Controller Selection Screen, you may set how the Control Pad will function. 


* Press LEFT/RIGHT on the Control Pad to highlight either control method. 
* Press the A Button to select the desired controls. 


Controller Selection Screen 
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To get started with Q*BERT, the following details the basic controller functions: 


Standard 


* Control Pad UP - Hops Q*Bert or Q*Dina up and right 

* Control Pad DOWN - Hops Q*Bert or Q*Dina down and left 
* Control Pad LEFT - Hops Q*Bert or Q*Dina up and left 

* Control Pad RIGHT - Hops Q*Bert or Q*Dina down and right 
* START- Pause / unpause game 

* SELECT - Raises and lowers the 


Status Area 


Control Pad 


wo Select 


* Control Pad UP + RIGHT - 

* Control Pad DOWN +RIGHT - 
* Control Pad Up + LEFT - 

* Control Pad DOWN + LEFT - 
* START - 

* SELECT - 


Hops Q*Bert or Q*Dina up and right 
Hops Q*Bert or Q*Dina down and right 
Hops Q*Bert or Q*Dina up and left 
Hops Q*Bert or Q*Dina down and left 
Pause / unpause game 

Raises and lowers the Status Area 
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The goal of Q*BERT is to change the top color of each cube to a specific target color 


The player changes these top cube colors by hopping Q*Bert or Q*Dina onto the desired 
cube. i 


At higher levels of play, Q*Bert or Q*Dina may need to hop on a cube multiple 
times before it changes to the specified target color 


Main Game Screen 
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During Pause, the Continue / Quit Screen will appear. On the bottom of this screen 
appears the current password which represents the player's position in the game up to 
that point. 


* Press LEFT/RIGHT on the Control Pad to highlight either Option. 
* Press the A Button to select the desired Option. 


Note: 
Before choosing the Quit Option on the Continue / Quit 
Screen, remember to write down the displayed password 9 | aS US 


for entry at a later time. 


Password 


Continue / Quit Screen 3 
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At the bottom of the Main Game Screen is the Status Area. Were, the player can keep 


track of the following information: 


Score 
Level 


Change To 
Lives Left 


* Change To: This indicator represents the target color that all of the cube tops must be 
changed to. 

* Score: This represents the player's current score. 

* Lives Left: This area represents the number of lives the player has in reserve. 

* Level: Viewed only in Arcade Mode, this represents the current Arcade Level being 
played. 

* Cubes: Viewed only in Adventure Mode, the left number represents the total number 
of cubes to be changed before advancing to the next Level. The right number repre- 

sents the remaining number of cubes to be changed on the current screen. 
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To use a Power-Up, simply hop Q*Bert or Q*Dina onto the cube where the Power-Up is 
currently located. The following Power-Ups will help Q*Bert and Q*Dina on their quest: 


) GREEN BALL 
Colliding with one of these freezes all the enemies for a few seconds. 


oo TRIPLETS CHARACTERS 
be, These Characters, found only in the Triplets Dimension, reward the 


player with an extra life if caught. 


ZILA CHARACTER 
¢ This Character, found only in the Z!LA Dimension, rewards the player with an 
extra life if caught. 


oi AIBOL CHARACTER 
This Character, found only in the A!BOL Dimension, rewards the player 
with an extra life if caught. 15, 


SUN 
Colliding with this item causes all of the on-screen enemies to explode. 


* PRINCESS Q*DINA CHARACTER 


The Princess, found only in the Princess Q*Dina Dimension, rewards the player 
with an extra life if caught. 


GREEN COILY CHARACTER 


_ This Character, found only in the Coily Dimension, rewards the player with an 
, extra life if caught. 
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To help Q*Bert and Q*Dina maneuver through the many pyramid-style lev- 
0 els, Magic Discs can be found scattered about that transport the Characters 


to various locations within the current screen. 
Magic Disc 


To help Q*Bert and Q*Dina maneuver from screen to screen within a 
Level, special Dimensional Warp Cubes must be used. Hopping onto 
one of these transports the Characters to a completely new screen of 
cubes within the current Level. 
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Warp Cube 
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Throughout the Levels of play, Q*Bert and Q*Dina will encounter the following adver- 
saries: 


z Purple Coily 
Appearing first as a purple bouncing ball, this purple snake, found in every 
Level, will follow Q*Bert and Q*Dina endlessly. Avoid Coily at all cost. 


Red Ball 
Q*Bert and Q*Dina must avoid this Red Ball found bouncing in every Level. 


Ugg 
h. Ugg bounces from one cube side to the next and must be avoided. We can be 
¥ found throughout a variety of Levels. 


Wrong Way 


ms. Like Ugg, Wrong Way bounces from one cube side to the next and must be avoid- 
i" ey ed at all costs. He also can be found throughout a variety of Levels. 


Slick 
... Slick, appearing in the higher Levels, changes back the color of any cube he 
lands on. The player may stop his mischievous actions by colliding with him. 


Sam 
Like Slick, Sam changes back the color of any cube he lands on, and can be 
stopped by colliding with him. 
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In the Adventure Mode, the player will visit the following Q*Bert Dimensions: 


ZILA Dimension 

In ZILA, the Dimension of the Q-World Magician, the player must 
avoid the movements of the Red Ball and Coily. The Q-World Magician 
will reward the player with an extra life if caught. 
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Triplets Dimension 
In this Dimension, the player must also avoid the mischievous Ugg as 


he wanders the cubes. The Triplets Characters will reward the player 
an extra life if caught. 
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A!BOL Dimension 

In this Dimension, the player must now avoid the mischievous Wrong 
Way as he wanders the cubes. Here, A!BOL will reward the player 
with an extra life if caught. 


Princess Q*DINA Dimension 
In this Dimension, the home of Princess Q*Dina, the player will con- 
tend with Slick, who changes back the color of any cube he lands on. 


Here, finding Princess Q*DINA will reward the player with an extra 
life. 


Coily Dimension 

In the final Dimension, the player must confront all the adversaries 
including Slick's brother Sam. Here, finding the magical Green Coily 
will reward the player with an extra life. 
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Paul Chinn 
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Frank Lam & David Kershner 


Level Design and Testing 
Rai lodice 


Level Color Design 
Adam Hreha 
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WARRANTY INFORMATION 


Majesco Sales Inc. warrants to the original consumer purchaser that this Nintendo Game Pak (PAK) shall be free from defects in material and workmanship for a period of 
90 days from date of purchase. If a defect covered by this warranty occurs during the 90 day warranty period, Majesco Sales, Inc. will repair or replace the PAK, at its 
option, free of charge. 


To receive this warranty service: 

1. DO NOT return your defective game to the retailer. 

2. Notify Majesco Sales, Inc. of the problem requiring warranty service by calling our Technical Support Department at (800) 826 0015, and leave a message. 

3. If the Majesco Sales, Inc, Service Representive is unable to solve the problem by phone, you will be provided with a Return Authorization number. Simply record 
this number on the outside packaging of your defective PAK, enclose your name, address and phone number, and return your PAK, FREIGHT PREPAID AND 
INSURED FOR LOSS OR DAMAGE, together with your sale slip or similar proof of purchase (LPC code) within the 90-day warranty period to : 

Majesco Sales, Inc. 
160 Raritan Center Parkway (Suite 1) 
Edison, N.J. 08837 


This Warranty shall not apply if the PAK has been damaged by negligence, accident, unreasonable use, modification, tampering, or other causes unrelated to defective mate- 
rials or workmanship. 


Repairs/Service after Expiration of Warranty 

If the PAK develops a problem requiring service after the 90 day period, you may contact the Majesco Sales, Inc. Technical Support Dept.. at the phone number noted earli- 
er. If the Majesco Sales Dept.. is unable to to solve the problem over the phone, you may be informed of the approximate cost for Majesco Sales, Inc. to repair or replace 
the PAK, and provided with a Return Authorization number. Record this number on the outside packaging of the defective PAK and return the merchandise, FREIGHT PRE- 
PAID AND INSURED FOR LOSS OR DAMAGE, to Majesco Sales, Inc., and enclose a money order payable to Majesco Sales, Inc. for the cost quoted to you. If after personal 
inspection, the Majesco Sales, Inc. Service Representive determines the PAK cannot be repaired, it will be returned and your payment refunded. 


Warranty Limitations 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE ARE HEREBY LIMITED TO NINETY 
DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL MAJESCO SALES, INC. BE LIABLE FOR 
CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES. 

The provisions of this warranty are valid in the United States only. Some states do not allow limitations on how long an implied warranty lasts or exclusion of consequential 


of incidental damages, so the above limitations or exclusion may not apply to you. This warranty gives you specific legal rights, and you may also have other rights which 
vary from state to state. 
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Distributed by Majesco Sales, Inc. 
160 Raritan Center Parkway (Suite 1), Edison NJ 08837 U.S.A. 


PRINTED IN JAPAN 


